ABE IR

2013.11.24
(EPEA

B T1E:
AEJLVF2MENEBE T HANIRE L, TRTRXERITEXM research fEV R HE R
N, FEFHET—NMELRAE final project (NI tE. 4, ARBEERTHITTRE
WX AR e-society 16 XML SRR %

i T ZEIRITEIRH sketching F prototyping 73 A KM E::

1. Retting, M. Prototyping for tiny fingers. Communications of the ACM archive

2. Houde, S. & Hill, C. What do Prototypes Prototype? In Helander, M., Landauer, T. K., &
Prabhu, P. (Eds.) Handbook of Human—Computer Interaction. 2nd Ed

3. Holmquist, L-E. Prototyping: generating ideas or cargo cult designs, Interactions
PRI ER THX e-society IFFE. KR B RMMZEDNHEXNRERR, #H2
e-society Conference [ keynotes, IXLTEDEAEE T —8, HARMIE.

TRARI:
1. ViZIE S HZIE N EREEXN ITEL.
2. B2 II&GREEES.

[1] Ld&wgren, Jand Stolterman, E.(2003). Thoughtful interaction design

[2] Cooper, A. and Reimann, R. (2003). Modeling users:Personas and goals

[3] Caroll, J. (2000). Making use. Scenario-based design of human-computer interactions.MIT.
Cambridge

[4] Antti Oulasvirta, Esko Kurvinen and Tomi Kankainen (2003). Understanding contexts by
being there: case studies in bodystorming. In Pers Ubiquitious Computing (2003) 7: 125-134

[5] Blomquist, A., & Arvola, M. (2002). Personas in action: Ethnography in an interaction Design
Team. In Proceedings of NordiCHI 2002: Tradition and trancendence, pp. 197-200.



